
Course   A   Lesson   12   On   the   Move   with    Events   
  

Be   sure   to   watch   the   Lesson   11   Video:   
  

The   Big   Event   
  

What   is   an   Event?   
An   Event   is   an   action   that   causes   something   to   happen.   

  
When   you   are    in   school   and   your   teacher   asks   a   question   and   many   students   raise   their     
hands.   The   teacher   will   then   call   on   a   student   to   answer.   

  
How   does   the   teacher   know   who   to   call   on?   
<raising   of   the   hands>   

  
When   students   raise   their   hand,   it   is   an   "event"   that   causes   you   to   know   that   they   want   to   
be   called   on.   

  
What   are   some   examples   of   an   Event?   
Remember   that   an   event   is   an   action   that   causes   something   to   happen.   

  
What   about   an   alarm   clock   going   off?   What   does   that   make   happen?   
What   about   pressing   "Start"   on   the   microwave?   What   does   that   do?   
What   about   pressing   the   power   button   on   your   tv   remote?   

  
Think   of   your   favorite   video   games   and   all   of   the   ways   you   let   the   characters   know   what   
they're   supposed   to   do.   The   game   would   be   really   boring   if   it   ran   from   start   to   finish   
without   any   events   required.   Every   time   you   push   a   button   on   your   controller,   it   is   an   
“event”   that   lets   your   character   in   the   program   know   what   they   are   expected   to   do   next.   
The   event   happens   no   matter   what   else   is   going   on.    For   example,   if   your   character   was   
counting   to   10   and   then   you   pressed   a   button   to   make   it   say   “Wooooo”,   your   character   
would   stop   counting   to   10   and   say   “Wooooo!”.   

  
Look   at    Puzzle   7   
  

The   green   blocks   are   events   and   they   sit   separately   from   the   “When   run”.    They   have   code   
under   them   that   runs   when   that   event   is   triggered.   

  
  
  
  

https://studio.code.org/s/coursea-2020/stage/11/puzzle/1
https://studio.code.org/s/coursea-2020//stage/12/puzzle/7


Create   something   similar   to   the   following:   
  

  
  

What   will   happen   when   we   click   run?   
<The   dog   will   say   hi   there.>   

  
What   will   happen   when   we   click   the   right   arrow   key?   

<The   background   will   change   to   a   random   background.>      
  

Look   at   the   drop   down   menu   for   the   background.   
  

What   will   happen   when   we   click   the   dog?   
<A   random   sound   will   play.>      

  
Now   look   at   the   drop   down   menu   for   the   sound.   

  
In   these   puzzles   you   are   going   to   use   events   to   make   a   story.      
  



Watch   the   following   Video:   
  

Playlab   Create   a   Story   
  

  
Start   with    Puzzle   2     and   work   through   the   end   of   this   lesson.     
  

When   you   are   finished,   you   may   do   the    Lesson   12   Challenge   puzzles    or   you   may   start   a   new   
project!   
  

Congratulations   you   have   finished   Course   A   in   code.org.   You   may   now   begin   Course   B   

https://drive.google.com/file/d/1LF5164IrgxCAw2WGBjrpBAW6ikk4cA2H/view
https://studio.code.org/s/coursea-2020/stage/12/puzzle/2
https://studio.code.org/s/coursea-2020/stage/12/extras

